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ABSTRAK 
 
Penelitian ini bertujuan untuk mendeskripsikan pengembangan media 
pembelajaran berbasis Kahoot dan kelayakan media tersebut untuk 
mengenalkan materi dasar perusahaan manufaktur kelas XII kompetensi dasar 
karakteristik khusus pengertian dan klasifikasi kos terkait proses produksi di 
SMK Muhammadiyah 2 Klaten Utara. Metode penelitian menggunakan model 
pengembangan R&D (Research and Development) dengan pendekatan 
kuantitatif. Prosedur pengembangan media pembelajaran yang digunakan pada 
penelitian ini mengadaptasi dari model pengembangan ADDIE yaitu Analysis 
(analisis), Design (desain), Development (pengembangan), Implementation 
(implementasi), & Evaluation (evaluasi). Teknik analisis data menggunakan 
teknik analisis data statistika deskriptif dengan pengujian mean ideal dan 
standar deviasi ideal berdasarkan uji kelayakan melalui lembar validasi 
penilaian dari ahli materi, ahli media, praktisi pembelajaran maupun angket 
respon peserta didik. Berdasarkan hasil penelitian pengembangan media 
pembelajaran berbasis Kahoot serta hasil kelayakan uji coba kelompok kecil 
diperoleh rata-rata skor 110 termasuk kategori Sangat Layak, uji coba lapangan 
diperoleh rata-rata skor 108 termasuk kategori Sangat Layak, ahli materi 
diperoleh skor 86 termasuk kategori Sangat Layak, ahli media diperoleh skor 
97 termasuk kategori Layak, praktisi pembelajaran diperoleh skor 80 termasuk 
kategori Layak. Dengan demikian dapat disimpulkan bahwa pengembangan 
media pembelajaran berbasis Kahoot untuk mengenal dasar perusahaan 
manufaktur kelas XIIdi SMK Muhammadiyah 2 Klaten Utara yang 
dikembangkan Sangat Layak digunakan sebagai media pembelajaran. 
 
Kata Kunci: Pengembangan, Media Pembelajaran, Kahoot, Perusahaan 
Manufaktur. 
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ABSTRACT 
This study aims to describe the development of Kahoot-based learning media and 
the feasibility of the media to introduce the basic material of manufacturing 
companies in class XII basic competencies specific characteristics of 
understanding and classification of boarding related to the production process at 
SMK Muhammadiyah 2 Klaten Utara. The research method uses the development 
model of R&D (Research and Development) with a quantitative approach. The 
learning media development procedure used in this study is adapted from the 
ADDIE development model, namely Analysis, Design, Development, 
Implementation, and Evaluation. Data analysis techniques used descriptive 
statistical data analysis techniques with testing the ideal mean and ideal standard 
deviation based on the feasibility test through the validation sheet assessment of 
material experts, media experts, learning practitioners and student questionnaire 
responses. Based on the research results of the development of Kahoot-based 
learning media and the results of the feasibility of small group trials obtained an 
average score of 110 including the Very Eligible category, field trials obtained an 
average score of 108 including the Very Eligible category, material experts 
obtained a score of 86 including the Very Eligible category, media experts 
obtained a score of 97 including the Eligible category, learning practitioners 
obtained a score of 80 including the Eligible category. Thus it can be concluded 
that the development of learning media based on Kahoot to get to know the basis 
of manufacturing companies class XII in SMK Muhammadiyah 2 Klaten Utara 
which was developed is very feasible to be used as a learning media. 
Keywords: Development, Learning Media, Kahoot, Manufacturing 
Companies. 
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